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We﻿ suggest﻿ that﻿ autoethnographies﻿ can﻿play﻿ a﻿ part﻿ in﻿ an﻿ effort﻿ to﻿ connect﻿ sound﻿ recording﻿
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In my imagination the sounds affix themselves more readily to a broader childhood landscape of flat, 
overcast marshlands. Maybe driving through it, sitting in the backseat of my parents’ car, or to the 
repetitiveness of the wet landscape? 
He﻿wishes﻿that﻿the﻿sound:
… could seep out of the ground there too, that other people might share in my experience of the 
short musical sequence in what has, for me, become the ‘proper’ setting. Perhaps the music is also 








Another﻿narrative﻿ suggests﻿how﻿another﻿workshop﻿participant,﻿wanted﻿ to﻿ share﻿a﻿ significant﻿
sonic﻿experience﻿with﻿other﻿people:
I know it’s odd but I’d like to share those kinds of things about the place that I live now. Just leave 
an audio trail, a story or a thought that people might come across in the ether. There’s a Celtic hill 
fort next to the town that we walk over and I’d like to leave things for other people that I know to 
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4. MUSICAL LANdSCAPeS: FoRMING ReLATIoNSHIPS 
BeTweeN THe PHySICAL ANd dIGITAL
‘Locative﻿media’﻿originated﻿in﻿an﻿effort﻿to﻿distinguish﻿the﻿emerging﻿body﻿of﻿creative﻿work﻿undertaken﻿
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Figure 1. Musical Landscapes - patchwork of regions with key centre’s marked
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Figure 2. Musical trajectories through regions
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5. MoVING BeyoNd LoCATIoN: SoCIAL MedIA ANd 
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5.3.2. Filtering and Prioritising Content
In﻿Explore,﻿participants﻿found﻿it﻿annoying﻿when﻿a﻿high﻿density﻿of﻿notifications﻿were﻿presented﻿in﻿
quick﻿succession.﻿This﻿was﻿common﻿in﻿areas﻿where﻿there﻿was﻿a﻿lot﻿of﻿content.﻿In﻿the﻿work﻿described﻿
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6. eXPeRIMeNTING wITH THe PAST: FICTIoNAL FUTUReS 
AS MATeRIAL FoR CoMPoSITIoN ANd deSIGN
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6.2.1. Closing Thoughts –Mobile Music-Boxes
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